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FIG. 3
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702

Receive a depth image that specifies that a plurality
of pixels correspond {o a user

l 704

ldentify a subset of pixels of interest
{e.g., corresponding to an upper peripheral portion,
relative {0 a plane, of the plurality of pixels that
correspond to the user)

l 706

Fit a curve to the subset of the pixels

l /,,/708
identify endpoints of the fitted curve
l /_,/710 /716
Determine an angle, relative to a plane, of a straight Report to
line extending between the endpoints of the curve Application

A
712

Determine an angle, relative to the straight line
extending between endpoints of the fitted curve, of
one of the straight line segments of the fitted curve

l /_/714
Determine a curvature ratio corresponding to the
fitted curve

FIG. 7
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902
—

Determine length of line that extends orthogonally
from straight line (extending between endpoints of
fitted curve) to first midpoint of fitted curve

* o

Determine length of {ine that extends orthogonaily
from straight line (extending between endpoints of
fitted curve) to second midpoint of fitted curve

'L 906

Determine which one of first and second lengths,
determined at steps 902 and 904, is longer

l 208
Pt

Select longer of lengths determined at steps 902 and
904 to be used for determining curvature ratio

FIG.9

1002

Receive information indicative of:
- the angle determined at step 710,
- the angle determined at step 712
and/or
- the curvature ratio determined at step 714

l 1004
—

Update application

FIG. 10
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/_,_,1 202
Receive depth image that specifies that a plurality of
pixels correspond {0 a user

’l __A204

ldentify a pixel of the depth image that corresponds
{0 an extremity of the user

l _A206

dentify pixels of the depth image that correspond to
the user and are within a specified distance of the
pixel identified as corresponding to the extremity of
the user

‘ /___/1 208

ldentify average extremity position by determining
average position of pixels identified as corresponding
to the user and being within the specified distance of

the pixel corresponding to the extremity of the user

i 1210
Yes Additional extremities of
interast?

lNo
/_/1212

Report average extremity position(s) to application

FIG. 12
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mmmmmmmmmmmmmmmmmmmm P g
| _.A302 I
I Set X = 1; Set Xsum = 0; Set Ysum =0 |
|
I >¢ __A304 |
I
| Check for extremity point of user by checking all |
| pixels in depth image that have an x value = X to
| determine whether at least one of those pixels |
| corresponds to user |
I
| _A308 t _A308 I
| ,
| | increment X No Does at least one pixel |
56 X = X+1 correspond to |
| the user?
L I
Yes —//1 20

: Set First Blob Boundary (BB1) = X 1310
Set Second Blob Bounder (BB2)=X+V b |
| (Eg.V=5) |

AXBV = Xsum / total # of x values summed

;

Determine average y blob value (AYBV) /_/1320
AYBV = Ysum / total # of y values summed
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| 1312

| Xsum = Xsum + X — |

| v |

| Add to Ysum, all y values of pixels that both have /_/1314 |

| an x value = X, and that correspond to the user

|

| 1316

l N°< Is X > BB2 >/J

|

| Yes

: Determine average X blob value (AXBV) 1318

I
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EXTRACTION OF USER BEHAVIOR FROM
DEPTH IMAGES

PRIORITY CLAIM

This application is a Continuation of U.S. patent applica-
tion Ser. No. 13/790,731, filed Mar. 8, 2013, which is incor-
porated herein by reference.

BACKGROUND

Many computing applications such as computer games,
multimedia applications, or the like use controls to allow
users to manipulate game characters or other aspects of an
application. Conventionally, such controls are input using, for
example, controllers, remotes, keyboards, mice, or the like.
Unfortunately, such controls can be difficult to learn, thus
creating a barrier between a user and such games and appli-
cations. Furthermore, such controls may be different than
actual game actions or other application actions for which the
controls are used. For example, a game control that causes a
game character to swing a baseball bat may not correspond to
an actual motion of swinging the baseball bat. Recently, cam-
eras have been used to allow users to manipulate game char-
acters or other aspects of an application without the need for
conventional handheld game controllers. More specifically,
computing systems have been adapted to identify users cap-
tured by cameras, and to detect motion or other behaviors of
the users. Typically, such computing systems have relied on
skeletal tracking (ST) techniques to detect motion or other
user behaviors. However, while useful for detecting certain
types of user behaviors, ST techniques have proven to be
unreliable for detecting other types of user behaviors. For
example, ST techniques are typically unreliable for detecting
user behaviors where the user is laying or sitting on or near the
floor.

SUMMARY

Disclosed herein are systems and methods for extracting
user behavior from depth images. Such systems and methods
can be used in place of, or to supplement, skeletal tracking
(ST) techniques that are often used to detect user behaviors
such as user motion.

In accordance with an embodiment, each depth image,
which is obtained using a capture device (e.g., a camera)
located a distance from the user, specifies that a plurality of
pixels of the depth image correspond to a user. Additionally,
each depth image specifies, for each of the pixels correspond-
ing to the user, a pixel location and a pixel depth, where the
pixel depth is indicative of a distance between the capture
device and a portion of the user represented by the pixel.
Based on the depth images, information indicative of user
behavior is extracted, and such information is used to update
an application.

In certain embodiments, information indicative of an angle
and/or curvature of a user’s body is extracted from a depth
image. This can be accomplished by fitting a curve to a
portion of a plurality of pixels (of the depth image) that
correspond to the user, and then determining the information
indicative of the angle and/or curvature of the user’s body
based on the fitted curve. In certain embodiments, the fitted
curve is produced by fitting a curve to a subset of pixels of the
depth image that correspond to an upper peripheral portion,
relative to a plane (e.g., a floor supporting the user), of the
pixels corresponding to the user. Information indicative of an
angle of the user’s body can then be determined by determin-
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ing an angle, relative to the plane, of a straight line extending
between endpoints of the fitted curve.

The fitted curve can include a plurality of straight line
segments, and in certain embodiments, includes exactly three
straight line segments. In an embodiment, information
indicative of a curvature of the user’s body is determined by
determining an angle of one of the straight line segments of
the fitted curve relative to the straight line extending between
endpoints of the fitted curve. Additionally, or alternatively,
information indicative of a curvature of the user’s body can be
determined by determining a ratio of a first length to a second
length, where the first length is the length of the straight line
extending between endpoints of the fitted curve, and the sec-
ond length is the length of a further straight line extending
orthogonally from the straight line (extending between end-
points of the fitted curve) to a point of the fitted curve that is
farthest away from the straight line (extending between end-
points of the fitted curve).

In certain embodiments, one or more average extremity
positions of a user, which can also be referred to as average
positions of extremity blobs, are extracted from a depth
image. This can be accomplished by identifying a pixel of a
depth image that corresponds to an extremity of the user, such
as the leftmost, rightmost, topmost, bottommost, or frontmost
extremity. Thereafter, there is an identification of pixels of the
depth image that correspond to the user and are within a
specified distance (e.g., within 5 pixels in a specified direc-
tion) of the pixel identified as corresponding to the extremity
of the user. Such identified pixels can be referred to as an
extremity blob, or simply as a blob. An average extremity
position is then identified by determining an average position
of'the pixels of the blob. In other words, the average extremity
position, also referred to as the average position of extremity
blob, is determined by determining an average position of the
pixels identified as corresponding to the user and being within
the specified distance of the pixel corresponding to the
extremity of the user. For a single depth image, there can be
the identification of the average position of a right extremity
blob, the average position of a left extremity blob, the average
position of a top extremity blob, the average position of a
bottom extremity blob, and/or the average position of a front
extremity blob. The average positions of the right and left
extremity blobs can more generally be referred to as the
average positions of side blobs. In an embodiment, the pixels
that correspond to a user are divided into quadrants, and one
or more average positions of blobs are determined for one or
more of the quadrants.

In certain embodiments, the information indicative of an
angle and/or curvature of a user’s body, which is determined
from a depth image, is used to update an application. Addi-
tionally, or alternatively, the identified average positions of
extremity blobs can also be used to update an application. For
example, such angle, curvature and/or positional information
can be used to track auser performing certain exercises and/or
poses so that an avatar of the user can be controlled, points can
be awarded to the user and/or feedback can be provided to the
user. For a more specific example, where the application is a
game that instructs a user to perform certain exercises and/or
poses, the application can determine whether a user has per-
formed an exercise or pose with correct form, and where they
have not, can provide feedback to the user regarding how the
user can improve their form. This Summary is provided to
introduce a selection of concepts in a simplified form that are
further described below in the Detailed Description. This
Summary is not intended to identify key features or essential
features of the claimed subject matter, nor is it intended to be
used as an aid in determining the scope of the claimed subject



US 9,311,560 B2

3

matter. Furthermore, the claimed subject matter is not limited
to implementations that solve any or all disadvantages noted
in any part of this disclosure.

BRIEF DESCRIPTION OF THE DRAWINGS

FIGS. 1A and 1B illustrate an example embodiment of a
tracking system with a user playing a game.

FIG. 2A illustrates an example embodiment of a capture
device that may be used as part of the tracking system.

FIG. 2B illustrates an example embodiment of the depth
image processing and object reporting module introduced in
FIG. 2A.

FIG. 3 illustrates an example embodiment of a computing
system that may be used to track user behavior and update an
application based on the user behavior.

FIG. 4 illustrates another example embodiment of a com-
puting system that may be used to track user behavior and
update an application based on the tracked user behavior.

FIG. 5 illustrates an exemplary depth image.

FIG. 6 depicts exemplary data in an exemplary depth
image.

FIG. 7 illustrate a high level flow diagram that is used to
summarize methods for determining information indicative
of'an angle and/or curvature of a user’s body based on a depth
image.

FIGS. 8A-8C, which show silhouettes representing a plu-
rality of pixels corresponding to a user (of a depth image)
performing different yoga poses or exercises, are used to
explain how information indicative of an angle and/or curva-
ture of auser’s body can be determine based on a depth image.

FIG. 9 is a high level flow diagram that is used to provide
additional details of one of the steps in FIG. 7, according to an
embodiment.

FIG. 10 illustrates a high level flow diagram that is used to
summarize how an application can be updated based on infor-
mation determined in accordance with embodiments
described with reference to FIGS. 7-9.

FIGS. 11A-11F, which show silhouettes representing a
plurality of pixels corresponding to a user (of a depth image)
performing a yoga pose or other exercise, are used to explain
how extremities of a user can be identified, and average
extremity positions (also referred to as average positions of
extremity blobs) can be determined.

FIG. 12 illustrates a high level flow diagram that is used to
summarize methods for identifying average extremity posi-
tions of a user based on a depth image.

FIG. 13 is a high level flow diagram that is used to provide
additional details of some of the steps in FIG. 12, according to
an embodiment.

FIG. 14 shows a silhouette representing a plurality of pixels
corresponding to a user (of a depth image) in a standing
position along with average extremity positions determined
based on the depth image.

FIG. 15 is used to explain that a user within a depth image
can be divided into quadrants, and average extremity posi-
tions can be determined for each quadrant.

FIG. 16, which shows a silhouette representing a plurality
of pixels corresponding to a user (of a depth image) bending
forward, is used to explain how an average front extremity
position can be determined based on the depth image.

FIG. 17 illustrates a high level flow diagram that is used to
summarize how an application can be updated based on infor-
mation determined in accordance with embodiments
described with reference to FIGS. 11A-16.

DETAILED DESCRIPTION

Embodiments described herein use depth images to extract
user behavior, wherein each depth image specifies that a
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plurality of pixels correspond to a user. In certain embodi-
ments, information indicative of an angle and/or curvature of
a user’s body is extracted from a depth image. This can be
accomplished by fitting a curve to a portion of a plurality of
pixels (of the depth image) that correspond to the user, and
determining the information indicative of the angle and/or
curvature of the user’s body based on the fitted curve. An
application is then updated based on the information indica-
tive ofthe angle and/or curvature of the user’s body. In certain
embodiments, one or more average extremity positions of a
user, which can also be referred to as average positions of
extremity blobs, are extracted from a depth image. An appli-
cation is then updated based on the average positions of
extremity blobs.

FIGS. 1A and 1B illustrate an example embodiment of a
tracking system 100 with a user 118 playing a boxing video
game. In an example embodiment, the tracking system 100
may be used to recognize, analyze, and/or track a human
target such as the user 118 or other objects within range of the
tracking system 100. As shown in FIG. 1A, the tracking
system 100 includes a computing system 112 and a capture
device 120. As will be describe in additional detail below, the
capture device 120 can be used to obtain depth images and
color images (also known as RGB images) that can be used by
the computing system 112 to identify one or more users or
other objects, as well as to track motion and/or other user
behaviors. The tracked position, motion and/or other user
behavior can be used to update an application. Therefore, a
user can manipulate game characters or other aspects of the
application by using movement of the user’s body and/or
objects around the user, rather than (or in addition to) using
controllers, remotes, keyboards, mice, or the like. For
example, a video game system can update the position of
images displayed in a video game based on the new positions
of'the objects or update an avatar based on motion of the user.

The computing system 112 may be a computer, a gaming
system or console, or the like. According to an example
embodiment, the computing system 112 may include hard-
ware components and/or software components such that
computing system 112 may be used to execute applications
such as gaming applications, non-gaming applications, or the
like. In one embodiment, computing system 112 may include
a processor such as a standardized processor, a specialized
processor, a microprocessor, or the like that may execute
instructions stored on a processor readable storage device for
performing the processes described herein.

The capture device 120 may be, for example, a camera that
may be used to visually monitor one or more users, such as the
user 118, such that gestures and/or movements performed by
the one or more users may be captured, analyzed, and tracked
to perform one or more controls or actions within the appli-
cation and/or animate an avatar or on-screen character, as will
be described in more detail below.

According to one embodiment, the tracking system 100
may be connected to an audiovisual device 116 such as a
television, a monitor, a high-definition television (HDTV), or
the like that may provide game or application visuals and/or
audio to a user such as the user 118. For example, the com-
puting system 112 may include a video adapter such as a
graphics card and/or an audio adapter such as a sound card
that may provide audiovisual signals associated with the
game application, non-game application, or the like. The
audiovisual device 116 may receive the audiovisual signals
from the computing system 112 and may then output the
game or application visuals and/or audio associated with the
audiovisual signals to the user 118. According to one embodi-
ment, the audiovisual device 16 may be connected to the
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computing system 112 via, for example, an S-Video cable, a
coaxial cable, an HDMI cable, a DVI cable, a VGA cable,
component video cable, or the like.

As shown in FIGS. 1A and 1B, the tracking system 100
may be used to recognize, analyze, and/or track a human
target such as the user 118. For example, the user 118 may be
tracked using the capture device 120 such that the gestures
and/or movements of user 118 may be captured to animate an
avatar or on-screen character and/or may be interpreted as
controls that may be used to affect the application being
executed by computing system 112. Thus, according to one
embodiment, the user 118 may move his or her body to
control the application and/or animate the avatar or on-screen
character.

In the example depicted in FIGS. 1A and 1B, the applica-
tion executing on the computing system 112 may be a boxing
game that the user 118 is playing. For example, the computing
system 112 may use the audiovisual device 116 to provide a
visual representation of a boxing opponent 138 to the user
118. The computing system 112 may also use the audiovisual
device 116 to provide a visual representation of a player
avatar 140 that the user 118 may control with his or her
movements. For example, as shown in FIG. 1B, the user 118
may throw a punch in physical space to cause the player
avatar 140 to throw a punch in game space. Thus, according to
an example embodiment, the computer system 112 and the
capture device 120 recognize and analyze the punch of the
user 118 in physical space such that the punch may be inter-
preted as a game control of the player avatar 140 in game
space and/or the motion of the punch may be used to animate
the player avatar 140 in game space.

Other movements by the user 118 may also be interpreted
as other controls or actions and/or used to animate the player
avatar, such as controls to bob, weave, shuffle, block, jab, or
throw a variety of different power punches. Furthermore,
some movements may be interpreted as controls that may
correspond to actions other than controlling the player avatar
140. For example, in one embodiment, the player may use
movements to end, pause, or save a game, select a level, view
high scores, communicate with a friend, etc. According to
another embodiment, the player may use movements to select
the game or other application from a main user interface.
Thus, in example embodiments, a full range of motion of the
user 118 may be available, used, and analyzed in any suitable
manner to interact with an application.

In example embodiments, the human target such as the user
118 may have an object. In such embodiments, the user of an
electronic game may be holding the object such that the
motions of the player and the object may be used to adjust
and/or control parameters of the game. For example, the
motion of a player holding a racket may be tracked and
utilized for controlling an on-screen racket in an electronic
sports game. In another example embodiment, the motion of
a player holding an object may be tracked and utilized for
controlling an on-screen weapon in an electronic combat
game. Objects not held by the user can also be tracked, such
as objects thrown, pushed or rolled by the user (or a different
user) as well as self propelled objects. In addition to boxing,
other games can also be implemented.

According to other example embodiments, the tracking
system 100 may further be used to interpret target movements
as operating system and/or application controls that are out-
side the realm of games. For example, virtually any control-
lable aspect of an operating system and/or application may be
controlled by movements of the target such as the user 118.

FIG. 2A illustrates an example embodiment of the capture
device 120 that may be used in the tracking system 100.
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According to an example embodiment, the capture device
120 may be configured to capture video with depth informa-
tion including a depth image that may include depth values
via any suitable technique including, for example, time-of-
flight, structured light, stereo image, or the like. According to
one embodiment, the capture device 120 may organize the
depth information into “Z layers,” or layers that may be per-
pendicular to a Z axis extending from the depth camera along
its line of sight.

As shown in FIG. 2A, the capture device 120 may include
an image camera component 222. According to an example
embodiment, the image camera component 222 may be a
depth camera that may capture a depth image of a scene. The
depth image may include a two-dimensional (2-D) pixel area
of the captured scene where each pixel in the 2-D pixel area
may represent a depth value such as a distance in, for
example, centimeters, millimeters, or the like of an object in
the captured scene from the camera.

As shown in FIG. 2A, according to an example embodi-
ment, the image camera component 222 may include an infra-
red (IR) light component 224, a three-dimensional (3-D)
camera 226, and an RGB camera 228 that may be used to
capture the depth image of a scene. For example, in time-of-
flight analysis, the IR light component 224 of the capture
device 120 may emit an infrared light onto the scene and may
then use sensors (not shown) to detect the backscattered light
from the surface of one or more targets and objects in the
scene using, for example, the 3-D camera 226 and/or the RGB
camera 228. In some embodiments, pulsed infrared light may
beused such that the time between an outgoing light pulse and
a corresponding incoming light pulse may be measured and
used to determine a physical distance from the capture device
120 to a particular location on the targets or objects in the
scene. Additionally, in other example embodiments, the
phase of the outgoing light wave may be compared to the
phase of the incoming light wave to determine a phase shift.
The phase shift may then be used to determine a physical
distance from the capture device to a particular location on the
targets or objects.

According to another example embodiment, time-of-flight
analysis may be used to indirectly determine a physical dis-
tance from the capture device 120 to a particular location on
the targets or objects by analyzing the intensity of the
reflected beam of light over time via various techniques
including, for example, shuttered light pulse imaging.

In another example embodiment, the capture device 120
may use a structured light to capture depth information. In
such an analysis, patterned light (i.e., light displayed as a
known pattern such as grid pattern, a stripe pattern, or differ-
ent pattern) may be projected onto the scene via, for example,
the IR light component 224. Upon striking the surface of one
or more targets or objects in the scene, the pattern may
become deformed in response. Such a deformation of the
pattern may be captured by, for example, the 3-D camera 226
and/or the RGB camera 28 and may then be analyzed to
determine a physical distance from the capture device to a
particular location on the targets or objects. In some imple-
mentations, the IR Light component 224 is displaced from the
cameras 226 and 228 so triangulation can be used to deter-
mined distance from cameras 226 and 228. In some imple-
mentations, the capture device 120 will include a dedicated
IR sensor to sense the IR light.

According to another embodiment, the capture device 120
may include two or more physically separated cameras that
may view a scene from different angles to obtain visual stereo
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data that may be resolved to generate depth information.
Other types of depth image sensors can also be used to create
a depth image.

The capture device 120 may further include a microphone
130. The microphone 130 may include a transducer or sensor
that may receive and convert sound into an electrical signal.
According to one embodiment, the microphone 130 may be
used to reduce feedback between the capture device 120 and
the computing system 112 in the target recognition, analysis,
and tracking system 100. Additionally, the microphone 30
may be used to receive audio signals that may also be pro-
vided by the user to control applications such as game appli-
cations, non-game applications, or the like that may be
executed by the computing system 112.

In an example embodiment, the capture device 120 may
further include a processor 232 that may be in operative
communication with the image camera component 222. The
processor 232 may include a standardized processor, a spe-
cialized processor, a microprocessor, or the like that may
execute instructions including, for example, instructions for
receiving a depth image, generating the appropriate data for-
mat (e.g., frame) and transmitting the data to computing
system 112.

The capture device 120 may further include a memory
component 234 that may store the instructions that may be
executed by the processor 232, images or frames of images
captured by the 3-D camera and/or RGB camera, or any other
suitable information, images, or the like. According to an
example embodiment, the memory component 234 may
include random access memory (RAM), read only memory
(ROM), cache, Flash memory, a hard disk, or any other suit-
able storage component. As shown in FIG. 2A, in one
embodiment, the memory component 234 may be a separate
component in communication with the image capture com-
ponent 222 and the processor 232. According to another
embodiment, the memory component 234 may be integrated
into the processor 232 and/or the image capture component
222.

As shown in FIG. 2A, the capture device 120 may be in
communication with the computing system 212 via a com-
munication link 236. The communication link 236 may be a
wired connection including, for example, a USB connection,
a Firewire connection, an Ethernet cable connection, or the
like and/or a wireless connection such as a wireless 802.11b,
g, a, or n connection. According to one embodiment, the
computing system 112 may provide a clock to the capture
device 120 that may be used to determine when to capture, for
example, a scene via the communication link 236. Addition-
ally, the capture device 120 provides the depth images and
color images captured by, for example, the 3-D camera 226
and/or the RGB camera 228 to the computing system 112 via
the communication link 236. In one embodiment, the depth
images and color images are transmitted at 30 frames per
second. The computing system 112 may then use the model,
depth information, and captured images to, for example, con-
trol an application such as a game or word processor and/or
animate an avatar or on-screen character.

Computing system 112 includes gestures library 240,
structure data 242, depth image processing and object report-
ing module 244 and application 246. Depth image processing
and object reporting module 244 uses the depth images to
track positions and/or motion of objects, such as the user and
other objects. To assist in the tracking of the objects, depth
image processing and object reporting module 244 uses ges-
tures library 240 and structure data 242.

Structure data 242 includes structural information about
objects that may be tracked. For example, a skeletal model of
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a human may be stored to help understand movements of the
user and recognize body parts. Structural information about
inanimate objects may also be stored to help recognize those
objects and help understand movement.

Gestures library 240 may include a collection of gesture
filters, each comprising information concerning a gesture that
may be performed by the skeletal model (as the user moves).
The data captured by the cameras 226, 228 and the capture
device 120 in the form of the skeletal model and movements
associated with it may be compared to the gesture filters in the
gesture library 240 to identify when a user (as represented by
the skeletal model) has performed one or more gestures.
Those gestures may be associated with various controls of an
application. Thus, the computing system 112 may use the
gestures library 240 to interpret movements of the skeletal
model and to control application 246 based on the move-
ments. As such, gestures library may be used by depth image
processing and object reporting module 244 and application
246.

Application 246 can be a video game, productivity appli-
cation, etc. In one embodiment, depth image processing and
object reporting module 244 will report to application 246 an
identification of each object detected and the location of the
object for each frame. Application 246 will use that informa-
tion to update the position or movement of an avatar or other
images in the display.

FIG. 2B illustrates an example embodiment of the depth
image processing and object reporting module 244 intro-
duced in FIG. 2A. Referring to FIG. 2B, the depth image
processing and object reporting module 244 is shown as
including a depth image segmentation module 252, a depth-
based curve fitting module 254, a depth-based body angle
module 256, a depth-based body curvature module 258, and a
depth-based average extremity position module 260. In an
embodiment, the depth image segmentation module 252 is
configured to detect one or more users (e.g., human targets)
within a depth image, and associates a segmentation value
with each pixel. Such segmentation values are used to indi-
cate which pixels correspond to a user. For example, a seg-
mentation value of 1 can be assigned to all pixels that corre-
spond to a first user, a segmentation value of 2 can be assigned
to all pixels that correspond to a second user, and an arbitrary
predetermined value (e.g., 255) can be assigned to the pixels
that do not correspond to a user. It is also possible that seg-
mentation values can be assigned to objects, other than users,
that are identified within a depth image, such as, but not
limited to, a tennis racket, a jump rope, a ball, a floor, or the
like. In an embodiment, as a result of a segmentation process
performed by the depth image segmentation module 252,
each pixel in a depth image will have four values associated
with the pixel, including: an x-position value (i.e., a horizon-
tal value); a y-position value (i.e., a vertical value); a z-posi-
tion value (i.e., a depth value); and a segmentation value,
which was just explained above. In other words, after seg-
mentation, a depth image can specify that a plurality of pixels
correspond to a user, wherein such pixels can also be referred
to as a depth-based silhouette or a depth image silhouette of a
user. Additionally, the depth image can specity, for each of the
pixels corresponding to the user, a pixel location and a pixel
depth. The pixel location can be indicated by an x-position
value (i.e., a horizontal value) and a y-position value (i.e., a
vertical value). The pixel depth can be indicated by a z-posi-
tion value (also referred to as a depth value), which is indica-
tive of a distance between the capture device (e.g., 120) used
to obtain the depth image and the portion of the user repre-
sented by the pixel.
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Still referring to FIG. 2B, in an embodiment, the depth-
based curve fitting module 254 is used to fit a curve to a
portion of the plurality of pixels corresponding to a user. The
depth-based body angle module 256 is used to determine
information indicative of an angle of a user’s body, and the
depth-based body curvature module 258 is used to determine
information indicative of a curvature of a user’s body. Addi-
tional details relating to determining information indicative
of an angle of a user’s body, and determining information
indicative of a curvature of a user’s body, are described below
with reference to FIGS. 7-10. The depth-based average
extremity position module 260 is used to determine informa-
tion indicative of extremities of a user’s body, additional
details of which are described below with reference to FIGS.
11A-17. The depth image processing and object report mod-
ules 244 can also include additional modules which are not
described herein.

FIG. 3 illustrates an example embodiment of a computing
system that may be the computing system 112 shown in FIGS.
1A-2B used to track motion and/or animate (or otherwise
update) an avatar or other on-screen object displayed by an
application. The computing system such as the computing
system 112 described above with respect to FIGS. 1A-2 may
be a multimedia console, such as a gaming console. As shown
in FIG. 3, the multimedia console 300 has a central processing
unit (CPU) 301 having a level 1 cache 102, a level 2 cache
304, and a flash ROM (Read Only Memory) 306. The level 1
cache 302 and a level 2 cache 304 temporarily store data and
hence reduce the number of memory access cycles, thereby
improving processing speed and throughput. The CPU 301
may be provided having more than one core, and thus, addi-
tional level 1 and level 2 caches 302 and 304. The flash ROM
306 may store executable code that is loaded during an initial
phase of a boot process when the multimedia console 300 is
powered ON.

A graphics processing unit (GPU) 308 and a video
encoder/video codec 314 form a video processing pipeline for
high speed and high resolution graphics processing. Data is
carried from the GPU 308 to the video encoder/video codec
314 via a bus. The video processing pipeline outputs data to
an A/V (audio/video) port 340 for transmission to a television
or other display. A memory controller 310 is connected to the
GPU 308 to facilitate processor access to various types of
memory 312, such as, but not limited to, a RAM (Random
Access Memory).

The multimedia console 300 includes an I/O controller
320, a system management controller 322, an audio process-
ing unit 323, a network interface 324, a first USB host con-
troller 326, a second USB controller 328 and a front panel I/O
subassembly 330 that are preferably implemented on a mod-
ule 318. The USB controllers 326 and 328 serve as hosts for
peripheral controllers 342(1)-342(2), a wireless adapter 348,
and an external memory device 346 (e.g., flash memory,
external CD/DVD ROM drive, removable media, etc.). The
network interface 324 and/or wireless adapter 348 provide
access to a network (e.g., the Internet, home network, etc.)
and may be any of a wide variety of various wired or wireless
adapter components including an Ethernet card, a modem, a
Bluetooth module, a cable modem, and the like.

System memory 343 is provided to store application data
that is loaded during the boot process. A media drive 344 is
provided and may comprise a DVD/CD drive, Blu-Ray drive,
hard disk drive, or other removable media drive, etc. The
media drive 344 may be internal or external to the multimedia
console 300. Application data may be accessed via the media
drive 344 for execution, playback, etc. by the multimedia
console 300. The media drive 344 is connected to the I/O
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controller 320 via a bus, such as a Serial ATA bus or other high
speed connection (e.g., IEEE 1394).

The system management controller 322 provides a variety
of service functions related to assuring availability of the
multimedia console 300. The audio processing unit 323 and
an audio codec 332 form a corresponding audio processing
pipeline with high fidelity and stereo processing. Audio data
is carried between the audio processing unit 323 and the audio
codec 332 via a communication link. The audio processing
pipeline outputs data to the A/V port 340 for reproduction by
an external audio player or device having audio capabilities.

The front panel I/O subassembly 330 supports the func-
tionality of the power button 350 and the eject button 352, as
well as any LEDs (light emitting diodes) or other indicators
exposed on the outer surface of the multimedia console 300.
A system power supply module 336 provides power to the
components of the multimedia console 300. A fan 338 cools
the circuitry within the multimedia console 300.

The CPU 301, GPU 308, memory controller 310, and
various other components within the multimedia console 300
are interconnected via one or more buses, including serial and
parallel buses, a memory bus, a peripheral bus, and a proces-
sor or local bus using any of a variety of bus architectures. By
way of example, such architectures can include a Peripheral
Component Interconnects (PCI) bus, PCI-Express bus, etc.

When the multimedia console 300 is powered ON, appli-
cation data may be loaded from the system memory 343 into
memory 312 and/or caches 302, 304 and executed on the CPU
301. The application may present a graphical user interface
that provides a consistent user experience when navigating to
different media types available on the multimedia console
300. In operation, applications and/or other media contained
within the media drive 344 may be launched or played from
the media drive 344 to provide additional functionalities to
the multimedia console 300.

The multimedia console 300 may be operated as a standa-
lone system by simply connecting the system to a television
or other display. In this standalone mode, the multimedia
console 300 allows one or more users to interact with the
system, watch movies, or listen to music. However, with the
integration of broadband connectivity made available
through the network interface 324 or the wireless adapter 348,
the multimedia console 300 may further be operated as a
participant in a larger network community.

When the multimedia console 300 is powered ON, a set
amount of hardware resources are reserved for system use by
the multimedia console operating system. These resources
may include a reservation of memory (e.g., 16 MB), CPU and
GPU cycles (e.g., 5%), networking bandwidth (e.g., 8 kbs),
etc. Because these resources are reserved at system boot time,
the reserved resources do not exist from the application’s
view.

In particular, the memory reservation preferably is large
enough to contain the launch kernel, concurrent system appli-
cations and drivers. The CPU reservation is preferably con-
stant such that if the reserved CPU usage is not used by the
system applications, an idle thread will consume any unused
cycles.

With regard to the GPU reservation, lightweight messages
generated by the system applications (e.g., popups) are dis-
played by using a GPU interrupt to schedule code to render
popup into an overlay. The amount of memory required for an
overlay depends on the overlay area size and the overlay
preferably scales with screen resolution. Where a full user
interface is used by the concurrent system application, it is
preferable to use aresolution independent of application reso-
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Iution. A scaler may be used to set this resolution such that the
need to change frequency and cause a TV resynch is elimi-
nated.

After the multimedia console 300 boots and system
resources are reserved, concurrent system applications
execute to provide system functionalities. The system func-
tionalities are encapsulated in a set of system applications that
execute within the reserved system resources described
above. The operating system kernel identifies threads that are
system application threads versus gaming application
threads. The system applications are preferably scheduled to
run on the CPU 301 at predetermined times and intervals in
order to provide a consistent system resource view to the
application. The scheduling is to minimize cache disruption
for the gaming application running on the console.

When a concurrent system application requires audio,
audio processing is scheduled asynchronously to the gaming
application due to time sensitivity. A multimedia console
application manager (described below) controls the gaming
application audio level (e.g., mute, attenuate) when system
applications are active.

Input devices (e.g., controllers 342(1) and 342(2)) are
shared by gaming applications and system applications. The
input devices are not reserved resources, but are to be
switched between system applications and the gaming appli-
cation such that each will have a focus of the device. The
application manager preferably controls the switching of
input stream, without knowledge the gaming application’s
knowledge and a driver maintains state information regarding
focus switches. The cameras 226, 228 and capture device 120
may define additional input devices for the console 300 via
USB controller 326 or other interface.

FIG. 4 illustrates another example embodiment of a com-
puting system 420 that may be the computing system 112
shown in FIGS. 1A-2B used to track motion and/or animate
(or otherwise update) an avatar or other on-screen object
displayed by an application. The computing system 420 is
only one example of a suitable computing system and is not
intended to suggest any limitation as to the scope of use or
functionality of the presently disclosed subject matter. Nei-
ther should the computing system 420 be interpreted as hav-
ing any dependency or requirement relating to any one or
combination of components illustrated in the exemplary com-
puting system 420. In some embodiments the various
depicted computing elements may include circuitry config-
ured to instantiate specific aspects of the present disclosure.
For example, the term circuitry used in the disclosure can
include specialized hardware components configured to per-
form function(s) by firmware or switches. In other examples
embodiments the term circuitry can include a general purpose
processing unit, memory, etc., configured by software
instructions that embody logic operable to perform func-
tion(s). In example embodiments where circuitry includes a
combination of hardware and software, an implementer may
write source code embodying logic and the source code can
be compiled into machine readable code that can be pro-
cessed by the general purpose processing unit. Since one
skilled in the art can appreciate that the state of the art has
evolved to a point where there is little difference between
hardware, software, or a combination of hardware/software,
the selection of hardware versus software to effectuate spe-
cific functions is a design choice left to an implementer. More
specifically, one of skill in the art can appreciate that a soft-
ware process can be transformed into an equivalent hardware
structure, and a hardware structure can itself be transformed
into an equivalent software process. Thus, the selection of a
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hardware implementation versus a software implementation
is one of design choice and left to the implementer.

Computing system 420 comprises a computer 441, which
typically includes a variety of computer readable media.
Computer readable media can be any available media that can
be accessed by computer 441 and includes both volatile and
nonvolatile media, removable and non-removable media. The
system memory 422 includes computer storage media in the
form of volatile and/or nonvolatile memory such as read only
memory (ROM) 423 and random access memory (RAM)
460. A basic input/output system 424 (BIOS), containing the
basic routines that help to transfer information between ele-
ments within computer 441, such as during start-up, is typi-
cally stored in ROM 423. RAM 460 typically contains data
and/or program modules that are immediately accessible to
and/or presently being operated on by processing unit 459. By
way of example, and not limitation, FIG. 4 illustrates operat-
ing system 425, application programs 426, other program
modules 427, and program data 428.

The computer 441 may also include other removable/non-
removable, volatile/nonvolatile computer storage media. By
way of example only, FIG. 4 illustrates a hard disk drive 438
that reads from or writes to non-removable, nonvolatile mag-
netic media, a magnetic disk drive 439 that reads from or
writes to a removable, nonvolatile magnetic disk 454, and an
optical disk drive 440 that reads from or writes to a remov-
able, nonvolatile optical disk 453 such as a CD ROM or other
optical media. Other removable/non-removable, volatile/
nonvolatile computer storage media that can be used in the
exemplary operating environment include, but are not limited
to, magnetic tape cassettes, flash memory cards, digital ver-
satile disks, digital video tape, solid state RAM, solid state
ROM, and the like. The hard disk drive 438 is typically
connected to the system bus 421 through an non-removable
memory interface such as interface 434, and magnetic disk
drive 439 and optical disk drive 440 are typically connected to
the system bus 421 by a removable memory interface, such as
interface 435.

The drives and their associated computer storage media
discussed above and illustrated in FIG. 4, provide storage of
computer readable instructions, data structures, program
modules and other data for the computer 441. In FIG. 4, for
example, hard disk drive 438 is illustrated as storing operating
system 458, application programs 457, other program mod-
ules 456, and program data 455. Note that these components
can either be the same as or different from operating system
425, application programs 426, other program modules 427,
and program data 428. Operating system 458, application
programs 457, other program modules 456, and program data
455 are given different numbers here to illustrate that, at a
minimum, they are different copies. A user may enter com-
mands and information into the computer 441 through input
devices such as a keyboard 451 and pointing device 452,
commonly referred to as a mouse, trackball or touch pad.
Other input devices (not shown) may include a microphone,
joystick, game pad, satellite dish, scanner, or the like. These
and other input devices are often connected to the processing
unit 459 through a user input interface 436 that is coupled to
the system bus, but may be connected by other interface and
bus structures, such as a parallel port, game port or a universal
serial bus (USB). The cameras 226, 228 and capture device
120 may define additional input devices for the computing
system 420 that connect via user input interface 436. A moni-
tor 442 or other type of display device is also connected to the
system bus 421 via an interface, such as a video interface 432.
In addition to the monitor, computers may also include other
peripheral output devices such as speakers 444 and printer
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443, which may be connected through a output peripheral
interface 433. Capture Device 120 may connect to computing
system 420 via output peripheral interface 433, network inter-
face 437, or other interface.

The computer 441 may operate in a networked environ-
ment using logical connections to one or more remote com-
puters, such as a remote computer 446. The remote computer
446 may be a personal computer, a server, a router, a network
PC, a peer device or other common network node, and typi-
cally includes many or all of the elements described above
relative to the computer 441, although only a memory storage
device 447 has been illustrated in FIG. 4. The logical connec-
tions depicted include a local area network (LAN) 445 and a
wide area network (WAN) 449, but may also include other
networks. Such networking environments are commonplace
in offices, enterprise-wide computer networks, intranets and
the Internet.

When used in a LAN networking environment, the com-
puter 441 is connected to the LAN 445 through a network
interface 437. When used in a WAN networking environment,
the computer 441 typically includes a modem 450 or other
means for establishing communications over the WAN 449,
such as the Internet. The modem 450, which may be internal
or external, may be connected to the system bus 421 via the
user input interface 436, or other appropriate mechanism. In
anetworked environment, program modules depicted relative
to the computer 441, or portions thereof, may be stored in the
remote memory storage device. By way of example, and not
limitation, FIG. 4 illustrates application programs 448 as
residing on memory device 447. [t will be appreciated that the
network connections shown are exemplary and other means
of'establishing a communications link between the computers
may be used.

As explained above, the capture device 120 provides RGB
images (also known as color images) and depth images to the
computing system 112. The depth image may be a plurality of
observed pixels where each observed pixel has an observed
depth value. For example, the depth image may include a
two-dimensional (2-D) pixel area of the captured scene where
each pixel in the 2-D pixel area may have a depth value such
as a length or distance in, for example, centimeters, millime-
ters, or the like of an object in the captured scene from the
capture device.

As mentioned above, skeletal tracking (ST) techniques are
often used to detect motion of a user or other user behaviors.
However, while useful for detecting certain types of user
behaviors, ST techniques have proven to be unreliable for
detecting other types of user behavior. For example, ST tech-
niques are typically unreliable for detecting user behaviors
where the user is laying or sitting on or near the floor. Certain
embodiments described herein rely on depth images to detect
user behaviors. Such user behaviors detected based on depth
base images can be used in place of, or to supplement, ST
techniques for detecting user behaviors. Accordingly, before
discussing such embodiments in additional detail, it would
first be useful to provide additional details of depth images.

FIG. 5 illustrates an example embodiment of a depth image
that may be received at computing system 112 from capture
device 120. According to an example embodiment, the depth
image may be an image and/or frame of a scene captured by,
for example, the 3-D camera 226 and/or the RGB camera 228
of the capture device 120 described above with respect to
FIG. 2A. As shown in FIG. 5, the depth image may include a
human target corresponding to, for example, a user such as
the user 118 described above with respect to FIGS. 1A and 1B
and one or more non-human targets such as a wall, a table, a
monitor, or the like in the captured scene. As described above,
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the depth image may include a plurality of observed pixels
where each observed pixel has an observed depth value asso-
ciated therewith. For example, the depth image may include a
two-dimensional (2-D) pixel area of the captured scene where
each pixel at particular x-value and y-value in the 2-D pixel
area may have a depth value such as a length or distance in, for
example, centimeters, millimeters, or the like of a target or
object in the captured scene from the capture device. In other
words, as explained above in the discussion of FIG. 2B, a
depth image can specify, for each of the pixels in the depth
image, a pixel location and a pixel depth. Following a seg-
mentation process, e.g., performed by the by the depth image
processing and object reporting module 244, each pixel in the
depth image can also have a segmentation value associated
with it. The pixel location can be indicated by an x-position
value (i.e., a horizontal value) and a y-position value (i.e., a
vertical value). The pixel depth can be indicated by a z-posi-
tion value (also referred to as a depth value), which is indica-
tive of a distance between the capture device (e.g., 120) used
to obtain the depth image and the portion of the user repre-
sented by the pixel. The segmentation value is used to indicate
whether a pixel corresponds to a specific user, or does not
correspond to a user.

In one embodiment, the depth image may be colorized or
grayscale such that different colors or shades of the pixels of
the depth image correspond to and/or visually depict different
distances of the targets from the capture device 120. Upon
receiving the image, one or more high-variance and/or noisy
depth values may be removed and/or smoothed from the
depth image; portions of missing and/or removed depth infor-
mation may be filled in and/or reconstructed; and/or any other
suitable processing may be performed on the received depth
image.

FIG. 6 provides another view/representation of a depth
image (not corresponding to the same example as FIG. 5).
The view of FIG. 6 shows the depth data (i.e., z-position
values) for each pixel as an integer that represents the distance
of'the target to capture device 120 for that pixel. The example
depth image of FIG. 6 shows 24x24 pixels; however, it is
likely that a depth image of greater resolution would be used.
Each of the pixels in FIG. 6 that is represented by a z-position
value can also include an x-position value, a y-position value,
and a segmentation value. For example, the pixel in the left
uppermost corner can have an x-position value=1, and a y-po-
sition value=1; and the pixel in the left lowermost corner can
have an x-position value=1, and a y-position value=24. Seg-
mentation values, as mentioned above, are used to indicate
which pixels correspond to a user.

Depending upon what user behavior is being tracked, it
would sometimes be useful to be able to determine informa-
tion indicative of an angle ofa user’s body and/or information
indicative of a curvature of a user’s body. For example, such
information can be used to analyze a user’s form when per-
forming certain exercises, so that an avatar of the user can be
controlled, points can be awarded to the user and/or feedback
can be provided to the user. The term exercise, as used herein,
can refer to calisthenics exercises, such as push-ups, as well
as types of exercises that often involve poses, such as yoga
and palates, but is not limited thereto. For example, in certain
exercises, such as push-ups and various plank exercises (e.g.,
a traditional plank, also known as an elbow plank, a side
plank, a side plank leg lift, and an up-down plank), a user’s
body or a portion thereof (e.g., the user’s back) is supposed to
be straight. In other exercises, such a downward dog yoga
exercise, an upward facing dog yoga exercise, a user’s body
or a portion thereof is supposed to be curved in a specific
manner. Skeletal tracking (ST) techniques are typically unre-
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liable for tracking a user performing such types of exercises,
especially where the exercises involve the user laying or
sitting on or near the floor. Certain embodiments described
below, rely on depth images to determine information indica-
tive of an angle of auser’s body and/or information indicative
of a curvature of a user’s body. Such embodiments can be
used in place of, or to supplement, skeletal tracking (ST)
techniques that are often used to detect user behaviors based
on RGB images.

The high level flow diagram of FIG. 7 will now be used to
summarize a method for determining information indicative
of'an angle of a user’s body and/or information indicative of
a curvature of the user’s body based on a depth image. At step
702, a depth image is received, wherein the depth image
specifies that a plurality of pixels correspond to a user. The
depth image can be obtained using a capture device (e.g., 120)
located a distance from the user (e.g., 118). More generally, a
depth image and a color image can be captured by any of the
sensors in capture device 120 described herein, or other suit-
able sensors known in the art. In one embodiment, the depth
image is captured separately from the color image. In some
implementations, the depth image and color image are cap-
tured at the same time, while in other implementations they
are captured sequentially or at different times. In other
embodiments, the depth image is captured with the color
image or combined with the color image as one image file so
that each pixel has an R value, a G value, a B value and a Z
value (distance). Such a depth image and a color image can be
transmitted to the computing system 112. In one embodi-
ment, the depth image and color image are transmitted at 30
frames per second. In some examples, the depth image is
transmitted separately from the color image. In other embodi-
ments, the depth image and color image can be transmitted
together. Since the embodiments described herein primarily
(or solely) rely on use of depth images, the remaining discus-
sion primarily focuses on use of depth images, and thus, does
not discuss the color images.

The depth image received at step 702 can also specify, for
each of the pixels corresponding to the user, a pixel location
and a pixel depth. As mentioned above, in the discussion of
FIG. 2B, a pixel location can be indicated by an x-position
value (i.e., a horizontal value) and a y-position value (i.e., a
vertical value). The pixel depth can be indicated by a z-posi-
tion value (also referred to as a depth value), which is indica-
tive of a distance between the capture device (e.g., 120) used
to obtain the depth image and the portion of the user repre-
sented by the pixel. For the purpose of this description it is
assumed that the depth image received at step 702 has already
been subject to a segmentation process that determined which
pixels correspond to a user, and which pixels do not corre-
spond to a user. Alternatively, if the depth image received at
step 702 has not yet been through a segmentation process, the
segmentation process can occur between steps 702 and 704.

At step 704, a subset of pixels that are of interest are
identified, wherein a curve will be fit to the identified subset
at step 706 discussed below. As mentioned above, the plural-
ity of pixels of a depth image that correspond to a user can also
be referred to as a depth image silhouette of a user, or simply
a depth image silhouette. Accordingly, at step 704, a portion
ofinterest of the depth image silhouette is identified, wherein
a curve will be fit to the identified portion at step 706. In one
embodiment, pixels of interest (i.e., the portion of interest of
the depth image silhouette) are the pixels that correspond to
the torso of the user. In another embodiment, pixels of interest
are the pixels that correspond to the legs, torso and head of the
user. In a further embodiment, the pixels of interest are the
pixels that correspond to an upper peripheral portion, relative
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to a plane (e.g., the floor supporting the user), of the plurality
of pixels corresponding to the user. In still another embodi-
ment, the pixels of interest are the pixels that correspond to a
lower peripheral portion, relative to a plane (e.g., the floor
supporting the user), of the plurality of pixels corresponding
to the user.

Atstep 706, a curve is fit to the subset of pixels identified at
step 704, to thereby produce a fitted curve. In certain embodi-
ments, the fitted curve produced at step 706 includes a plu-
rality of straight line segments. In one embodiment, the fitted
curve includes exactly three straight line segments (and thus,
two endpoints, and two midpoints) that can be determined,
e.g., using a third degree polynomial equation. An example of
a fitted curve including exactly three straight line segments is
shown in and discussed below with reference to FIGS.
8A-8C. It is also possible that the fitted curve has as few as
two straight line segments. Alternatively, the fitted curve can
have four or more straight line segments. In still another
embodiment, the fitted curve can be a smooth curve, i.e., a
curve that is not made up of straight line segments. A myriad
of'well-known curve fitting techniques can be used to perform
step 706, and thus, additional detail of how to fit a curve to a
group of pixels need not be described. At step 708, the end-
points of the fitted curve are identified.

For much of the remaining description, it will be assumed
that the pixels of interest (i.e., the portion of interest of the
depth image silhouette) identified at step 704 are the pixels
that correspond to an upper peripheral portion, relative to a
plane (e.g., the floor supporting the user), of the plurality of
pixels corresponding to the user. A benefit of this embodiment
is that determinations based on the identified pixels are not
affected by loose hanging clothes of the user. It will also be
assumed that the fitted curve produced at step 706 includes
exactly three straight line segments. A benefit of this will be
appreciated from the discussion below of step 714.

Before continuing with the description of the flow diagram
in FIG. 7, reference will briefly be made to FIGS. 8A-8C.
Referring to FIG. 8A, the dark silhouette shown therein rep-
resents a plurality of pixels (of a depth image) corresponding
to a user performing a four-limbed staff yoga pose, which is
also known as the Chaturanga Dandasana pose. Also shown in
FIG. 8A is a curve 802 that is fit to the pixels that correspond
to anupper peripheral portion, relative to a plane 812 (e.g., the
floor supporting the user), of the plurality of pixels corre-
sponding to the user. Explained another way, the curve 802 is
fitted to the top of the depth image silhouette of the user. The
fitted curve 802 includes three straight line segments 804a,
8045 and 804c¢, which can collectively be referred to as
straight line segments 804. The end points of the fitted curve
are labeled 8064 and 8065, and can be collectively referred to
as end points 806. Mid points of the fitted curve are labeled
808a and 808h, and can be collectively referred to as mid
points 808. A straight line extending between the two end-
points is labeled 810.

FIG. 8B, which is similar to FIG. 8A, corresponds to a
point in time after the user has repositioned themselves into
another yoga pose. More specifically, in FIG. 8B, the dark
silhouette shown therein represent a plurality of pixels (of a
depth image) corresponding to the user performing an
upward-facing dog yoga pose, which is also known as the
Urdhva Mukha Svanasana pose. For consistency, the fitted
curve 802, the straight line segments 804, the end points 806,
the midpoints 808, and the straight line 810 between the end
points 806 are labeled in the same manner in FIG. 8B as they
were in FIG. 8A.

In FIG. 8C, the dark silhouette shown therein represent a
plurality of pixels (of a depth image) corresponding to the
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user either performing a plank position yoga pose, or per-
forming a push-up exercise. Again, the fitted curve 802, the
straight line segments 804, the end points 806, the midpoints
808, and the straight line 810 between the end points 806 are
labeled in the same manner in FIG. 8C as they were in FIGS.
8A and 8B.

Referring again to the flow diagram of FIG. 7, at steps
710-714 information indicative of an angle of the user’s body
and information indicative of a curvature of the user’s body
are determined Such information is reported to an applica-
tion, as indicated at step 716, which enables the application to
be updated based on the reported information. Additional
details of steps 710-714 are provided below. When discussing
these steps, frequent references to FIGS. 8 A-8C are made, to
provide examples of the steps being discussed.

At step 710, there is a determination of an angle of a
straight line between the endpoints of the fitted curve, relative
to aplane (e.g., the floor supporting the user). In FIG. 8A, the
angle 820 is an example of such an angle. More specifically,
the angle 820 is the angle, relative to the plane 812, of the
straight line 810 between the endpoints 806 of the fitted curve
802. Further examples of the angle 820 are shown in FIGS. 8B
and 8C. The angle 820, which is indicative of an overall angle
of the user’s body relative to a plane (e.g., the floor) can be
used by an application to determine a likely position or pose
of the user, to update an avatar that is being displayed based
on the position or pose of the user, and/or to provide feedback
to the user regarding whether the user is in a proper position
or pose, butis not limited thereto. For more specific examples,
such information can provide useful information to an appli-
cation where a user has been instructed to hold a pose where
their back and legs are supposed to be as straight as possible,
or are supposed to have a specific curvature.

The angle 820 in FIG. 8A is similar to the angle 820 in FIG.
8B, even though the user represented by the pixels is in quite
different poses. This occurs because the user’s head and feet
are in relatively similar positions, even though the position
and curvature of the trunk of the user’s body has significantly
changed. This provides some insight into why it would also be
useful obtain information indicative of the curvature of the
user’s body, as is done at steps 712 and 714, discussed below.

At step 712, there is a determination of an angle of a
straight line between the endpoints of the fitted curve, relative
to one of the straight line segments of the fitted curve. In FIG.
8A, the angle 830 is an example of such an angle. More
specifically, the angle 830 is the angle, relative to the straight
line segment 804a (of'the fitted curve 802), of the straight line
810 between the endpoints 806 of the fitted curve 802. Further
examples of the angle 830 are shown in FIGS. 8B and 8C. The
angle 830 in FIG. 8A is a positive angle. By contrast, the angle
830 in FIG. 8B is a negative angle. Thus, it can be understood
how the angle 830 can be used by an application to distinguish
between the different poses of the user. More generally, it can
be understood from the above discussion how the angle 830 is
indicative of the curvature of the user’s body. In the above
example, the angle 830 is the angle between the straight line
810 (between the endpoints 806 of the fitted curve 802) and
the straight line segment 804a (of the fitted curve 802). Alter-
natively, or additionally, the angle between the straight line
810 (between the endpoints 806 of the fitted curve 802) and
another straight line segment 804 (of the fitted curve 802),
such as the straight line segment 804c, can be determined.

At step 714, there is a determination of a curvature ratio
corresponding to the fitted curve. In accordance with an
embodiment, the curvature ratio is the ratio of the length of a
first straight line extending between endpoints of the fitted
curve, and the length of a second line extending orthogonally
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from the first straight line to a point of the fitted curve that is
farthest away from (i.e., deviates furthest from) the first
straight line. For example, referring to FIG. 8 A, the curvature
ratio is the ratio of the length of the straight line 810 extending
between the endpoints 806 of the fitted curve 802, and the
length of the line 840 extending orthogonally from the
straight line 810 to the point of the fitted curve 802 that is
farthest away from the straight line 810. A benefit of imple-
menting the embodiment where the fitted curve (e.g., 802)
includes exactly three straight line segments is that the length
of the second line is very easily and quickly determined, as
will be described in additional detail with reference to FIG. 9.

The high level flow diagram of FIG. 9 will now be used to
describe a method for determining the curvature ratio where
the straight line segments of the fitted curve include exactly
straight line segments. Referring to FIG. 9, at step 902 there
is a determination of a length of a line that extends orthogo-
nally from the straight line (extending between endpoints of
the fitted curve) to a first midpoint of the fitted curve. At step
904, there is a determination of a length of a line that extends
orthogonally from the straight line (extending between end-
points of the fitted curve) to a second midpoint of the fitted
curve. Referring briefly back to FIG. 8A, step 902 can be
performed by determining the length of the line 841 that
extends orthogonally from the straight line 819 to the mid-
point 808a of the fitted curve 802. Similarly, step 904 can be
performed by determining the length of the line 840 that
extends orthogonally from the straight line 819 to the other
midpoint 8084 of the fitted curve 802. Returning to the flow
diagram of FIG. 9, at step 906, there is a determination of
which one of the lengths, determined at steps 902 and 904, is
longer. As indicated at step 908, the longer of the lengths is
selected to be used, when determining the curvature ratio
corresponding to the fitted curve at step 714, as the length of
the line extending orthogonally from the straight line (extend-
ing between endpoints of the fitted curve) to a point of the
fitted curve that is farthest away from (i.e., deviates furthest
from) the straight line (extending between endpoints of the
fitted curve). For example, referring back to FIG. 8A, using
the results of the method described with reference to FIG. 9,
the curvature ratio can then be determined by determining the
ratio of the length of the straight line 840 to the length of the
straight line 810 that extends between the endpoints 806a and
8065 of the fitted curve 802.

Referring back to FIG. 2A, the depth image processing and
object reporting module 244 can report its determination to
the application 246. Such reporting was also discussed above
with reference to step 716 in FIG. 7. More specifically, as
shown in FIG. 7, information indicative of the angle deter-
mined at step 710, the angle determined at step 712 and/or the
curvature ratio determined at step 714 can be reported to the
application.

Referring now to FIG. 10, at step 1002 the application
receives information indicative of the angle determined at
step 710, the angle determined at step 712 and/or the curva-
ture ratio determined at step 714. As shown at step 1004, the
application is updated based on such information. For
example, as mentioned above, such information can be used
to track a user performing certain exercises and/or poses so
that an avatar of the user can be controlled, points can be
awarded to the user and/or feedback can be provided to the
user. For a more specific example, where the application 246
is a game that instructs a user to perform certain exercises
and/or poses, the application 246 can determine whether a
user has performed an exercise or pose with correct form, and
where they have not, can provide feedback to the user regard-
ing how the user can improve their form.
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Where more than one user is represented in a depth image,
a separate instance of the method of FIG. 7 can be performed
for each user. For example, assume that a first group of pixels
in a depth image correspond to a first user, and a second group
of'pixels in the same depth image correspond to a second user.
This would result in first information indicative of an angle
and/or curvature corresponding to the first user, and second
information indicative of an angle and/or curvature corre-
sponding to the second user.

The method described above with reference to FIG. 7 can
be repeated for additional depth images, thereby resulting in
information indicative of an angle and/or curvature ofa user’s
body being determined for each of a plurality of depth
images. This enables changes in an angle and/or curvature of
the user’s body to be tracked. Where more than one user is
represented in a depth image, each time the method is
repeated, separate information indicative of an angle and/or
curvature of a user’s body can be determined for each user
represented in the depth image.

An advantage of determining information indicative of an
angle and/or curvature of a user’s body, based entirely on a
depth image, is that information indicative of the angle and/or
curvature of a user’s body can be determined even when ST
techniques fail. Another advantage is that information indica-
tive of an angle and/or curvature of a user’s body can be
determined once a depth image is available in a processing
pipeline, thereby reducing latency, as ST techniques do not
need to be executed. Nevertheless, information indicative of
the angle and/or curvature of a user’s body can also be deter-
mined using ST techniques, if desired.

Depending upon what user behavior is being tracked, it
would sometimes be useful to be able to determine informa-
tion indicative of extremities of a user’s body. ST techniques
are often unreliable for detecting extremities of a user’s body,
especially where the user is laying or sitting on or near the
floor (e.g., when the user is sitting with their feet extended
forwards toward the capture device). Certain embodiments
described below rely on depth images to determine informa-
tion indicative of extremities of a user’s body. Such embodi-
ments can be used in place of, or to supplement, skeletal
tracking (ST) techniques that are often used to detect user
behaviors based on RGB images.

Referring to FIG. 11A, the dark silhouette shown therein
represents a plurality of pixels (of a depth image) correspond-
ing to a user in variation on a standard plank position, but with
one arm and one leg extended in opposite directions. Also
shown in FIG. 11A are points 1102, 1112,1122 and 1132 that
corresponds, respectively, to the leftmost, rightmost, topmost
and bottommost pixels (of the depth image) corresponding to
the user. While it would be possible to track one or more
extremities of the user over multiple depth image frames
based on the points 1102, 1112, 1122 and/or 1132, such
points have been shown to significantly change from frame to
frame, causing the points to be relatively noisy data points.
For example, such noise can result from slight movements of
the user’s hands, feet, head and/or the like. Certain embodi-
ments, which are described below, can be used to overcome
this noise problem by tracking average positions of extremity
blobs, where the term blob is being used herein to refer to a
group of pixels of a depth image that correspond to a user and
are within a specified distance of a pixel identified as corre-
sponding to an extremity of the user.

The high level flow diagram of FIG. 12 will now be used to
describe a method for determining average positions of
extremity blobs. Referring to FIG. 12, at step 1202, a depth
image is received, wherein the depth image specifies that a
plurality of pixels correspond to a user. Since step 1202 is

10

15

20

25

30

35

40

45

50

55

60

65

20

essentially the same as step 702 described above with refer-
ence to FIG. 7, additional details of step 702 can be under-
stood from the above discussion of step 702. At step 1204, a
pixel of the depth image that corresponds to an extremity of
the user is identified. Depending upon which extremity is
being considered, step 1204 can involve identifying the pixel
of the depth image that corresponds to either the leftmost,
rightmost, topmost or bottommost pixel of the user. Examples
of such pixels were described above with reference to FIG.
11. As will be describe in more detail below, step 1204 may
alternatively involve identifying the pixel of the depth image
that corresponds to the frontmost pixel of the depth image that
corresponds to the user. At step 1206, there is an identification
of'pixels of the depth image that correspond to the user and are
within a specified distance (e.g., within 5 pixels in a specified
direction) of the pixel identified at step 1204 as corresponding
to the extremity of the user. At step 1208, an average extrem-
ity position, which can also be referred to as the average
position of an extremity blob, is determined by determining
an average position of the pixels that were identified at step
1206 as corresponding to the user and being within the speci-
fied distance of the pixel corresponding to the extremity of the
user. At step 1210 there is a determination of whether there are
any additional extremities of interest for which an average
extremity position (i.e., an average position of an extremity
blob) is/are to be determined. The specific extremities of
interest can be dependent on the application that is going to
use the average extremity position(s). For example, wherein
only the left and right extremities are of interest, steps 1204-
1208 can be performed for each of these two extremities are
of interest. As indicated at step 1212, one or more average
extremity positions (e.g., the average positions of the left and
right extremity blobs) are reported to an application, thereby
enabling the application to be updated based on such posi-
tional information.

FIG. 13, together with FIGS. 11 A-11F, will now be used to
provide additional details of steps 1204-1208 of FIG. 12,
according to an embodiment. For this discussion, it will be
assumed that the initial extremity of interest is the left extrem-
ity. Referring to FI1G. 13, steps 1302-1308 provide additional
details regarding how to identify, at step 1204, a pixel (of the
depth image) that corresponds to the leftmost point of the
user, in accordance with an embodiment. At step 1302, vari-
ous values are initialized, which involves setting X=1, setting
Xsum=0, and setting Ysum=0. At step 1304, the leftmost
extremity point of the user is searched for by checking all
pixels in the depth image that have an x value=X to determine
if at least one of those pixels corresponds to the user. Such
determinations can be based on segmentations values corre-
sponding to the pixels. Referring briefly to FIG. 11B, this can
involve checking all of the pixels of the depth image along the
dashed line 1140 to determine if at least one of those pixels
corresponds to the user. Returning to FIG. 13, at step 1306
there is a determination of whether at least one of the pixels
checked at step 1304 corresponded to the user. If the answer
to step 1306 is no, then X is increment at step 1308, and thus,
X now equals 2. Steps 1304 and 1306 are then repeated to
determinate whether any of the pixels of the depth image, that
have an x value=2, correspond to the user. In other words,
referring back to FIG. 11B, the dashed line 1140 would be
moved to the right by one pixel, and all of the pixels of the
depth image along the moved over line 1140 are checked to
determine if at least one of those pixels corresponds to the
user. Steps 1304-1308 are repeated until a pixel correspond-
ing to the user is identified, wherein the identified pixel will
correspond to the leftmost extremity of the user, which is the
point 1102a shown in FIG. 11A. Referring to FIG. 11C, the
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dashed line 1140 therein shows that point at which the left-
most extremity of the user is identified.

Step 1310 in FIG. 13 provides additional details of an
embodiment for identifying, at step 1206, pixels of the depth
image that correspond the user and are within a specified
distance (e.g., within 5 pixels in the x direction) of the pixel
identified as corresponding to the leftmost extremity of the
user. Additionally, steps 1312-1320 in FIG. 13 will be used to
provide additional detail regarding an embodiment for iden-
tifying, at step 1208, the average left extremity position. At
step 1310, blob boundaries are specified, which involves set-
ting a first blob boundary (BB1)=X, and setting a second blob
boundary (BB2)=X+V, where V is a specified integer. For the
following example it will be assumed that V=5, however V
can alternatively be smaller or larger than 5. The pixels of the
depth image that correspond to the user and between BB1 and
BB2 (inclusive of BB1 and BB2) are an example of pixels of
the depth image that correspond to the user and are within a
specified distance of the pixel identified as corresponding to
the extremity of the user. In FIG. 11D the two dashed vertical
lines labeled BB1 and BB2 are examples of the first and
second blob boundaries. The pixels which are encircled by the
dashed line 1106 in FIG. 11E are pixels of the depth image
that are identified as corresponding to the user and being
within the specified distance (e.g., within 5 pixels in the x
direction) of the pixel 1102 that corresponds to the leftmost
extremity of the user. Such pixels, encircled by the dashed
line 1106, can also be referred to as the left extremity blob, or
more generally, as a side blob.

Atstep 1312, Xsum is updated so that Xsum=Xsum+X. At
step 1314 Ysum is updated by adding to Ysum all of the y
values of pixels of the depth image that correspond to the user
and have an x value=X. At step 1316, there is a determination
of whether X is greater than the second blob boundary BB2.
As long as the answer to step 1316 is no, steps 1312 and 1314
are repeated, each time updating the values for Xsum and
Ysum. At step 1318, an average X blob value (AXBV) is
determined as being equal to the Xsum divided by the total
number of x values that were summed. At step 1320, an
averageY blob value (AYBV) is determined as being equal to
the Ysum divided by the total number of y values that were
summed. In this embodiment, AXBV and AYBYV collectively
provide the average x, y position of the left extremity, which
can also be referred to as the average position of the left
extremity blob. The “X” labeled 1108 in FIG. 11F is an
example of an identified average position of a side blob.

Similar steps to those described above with reference to
FIG. 13 can be performed to determine an average position of
a right extremity blob. However, for this determination X
would be set to its maximum value at step 1302, X would be
decremented by 1 at step 1308, the second blob boundary
(BB2) specified at step 1310 would be equal to X-V, and at
step 1316 there would be a determination of whether X<BB2.

Similar steps to those described above with reference to
FIG. 13 can be performed to determine an average position of
a top or upper extremity blob. However, for this determina-
tion: Y would be set to O at step 1302;Y would be incremented
at step 1308; at step 1310 BB1 would be specified to be equal
to Y and BB2 would be specified to be equal to Y+V; at step
1312 Xsum would be updated by adding to Xsum all of the x
values of pixels of the depth image that correspond to the user
and have a y value=Y; and at step 1314 Ysum would be
updated by adding Y to Ysum.

Similar steps to those described above with reference to
FIG. 13 can be performed to determine an average position of
a bottom extremity blob. However, for this determination: Y
would be set to its maximum value at step 1302; Y would be
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decremented by 1 at step 1308; at step 1310 BB1 would be
specified to be equal to Y and BB2 would be specified to be
equal to Y-V; at step 1312 Xsum would be updated by adding
to Xsum all of the x values of pixels of the depth image that
correspond to the user and have a'y value=Y; and at step 1314
Ysum would be updated by adding Y to Ysum. The terms left
and right are relative terms, which are dependent upon
whether positions are viewed from the perspective of the user
represented within the depth image, or viewed from the per-
spective of the capture device that was used to capture the
depth image. Accordingly, the term side can more generally
be used to refer to left or right extremities or blobs.

Referring to FIG. 14, the dark silhouette shown therein
represents a plurality of pixels (of a depth image) correspond-
ing to a user in a standing position with one of their feet in
positioned in front of the other. The four “X” s shown in FIG.
14 indicate various average positions of blobs that can be
identified using embodiments described herein. More specifi-
cally, the “X” labeled 1308 corresponds an average position
of'a first side blob, which can also be referred to as an average
side extremity position. The “X” labeled 1318 corresponds an
average position of a second side blob, which can also be
referred to as an average side extremity position. The “X”
labeled 1328 corresponds an average position of a top blob,
which can also be referred to as an average top or upper
extremity position. The “X” labeled 1338 corresponds to an
average position of a bottom blob, which can also be referred
to as an average bottom or lower extremity position.

In accordance with certain embodiments, the pixels (of a
depth image) that correspond to a user can be divided into
quadrants, and average positions of one or more extremity
blobs can be determined for each quadrant, in a similar man-
ner as was discussed above. Such embodiments can be appre-
ciated from FIG. 15, where the horizontal and vertical while
lines divide the pixels corresponding to the user into quad-
rants, and the “X” s correspond to average positions of vari-
ous extremity blobs.

As can be seen in FIG. 16, embodiments described herein
can also be used to determine an average position of a front
blob, which is indicated by the “X” in FIG. 16. In this FIG.,
the front blob corresponds to a portion of a user bending over
with their head being the closes portion of their body to the
capture device. When identifying an average position of a
front blob, z values of pixels of the depth image are used in
place of either x or y values when, for example, performing
the steps described with reference to FIG. 13. In other words,
planes defined by the z- and x-axes, or the z- and y-axes, are
searched through for a z extremity, as opposed to searching
through planes defined by x- and y-axes.

The camera (e.g., 226) that is used to obtain depth images
may be tilted relative to the floor upon which a user is standing
or otherwise supporting themselves. In accordance with spe-
cific embodiments, camera tilt is accounted for (also referred
to as corrected for) before determining average positions of
extremity blobs. Such correction for camera tilt is most ben-
eficial when determining an average position for a front blob,
because such a position is dependent on z values of pixels of
the depth image. To account for such camera tilt, a gravity
vector can be obtained from a sensor (e.g., an accelerometer)
or in some other manner, and factored in. For example, such
accounting for camera tilt (also referred to as tilt correction)
can be performed on pixels that correspond to a user, before
such pixels are used to identify an average position of a front
blob. In certain embodiments, the tilt correction is performed
by selecting a search axis (which can also be referred to as a
normalized search direction), and projecting all pixels to the
search axis. This can be done via dotting each pixel’s position
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with the normalized search direction. This yields a distance
along the search direction that can used to search for a pixel
corresponding to a frontmost extremity, by finding the pixel
with the greatest z value. The greatest z value, and the greatest
z value-V, can be used to identify the blob boundaries BB1
and BB2, and thus a region within to sum pixel values to
determine an average.

Where more than one user is represented in a depth image,
a separate instance of the method of FIG. 12 can be performed
for each user. For example, assume that a first group of pixels
in a depth image correspond to a first user, and a second group
of'pixels in the same depth image correspond to a second user.
This would result in average positions of extremity blobs
being identified for each user.

The method described above with reference to FIG. 12 can
be repeated for additional depth images, thereby resulting in
average positions of extremity blobs being determined for
each of a plurality of depth images. This enables changes in
average extremity positions to be tracked. Where more than
one user is represented in a depth image, each time the method
is repeated, average positions of extremity blobs can be iden-
tified for each user.

Referring back to FIG. 2 A, the depth image processing and
object reporting module 244 can report its determination to
the application 246. Such reporting was also discussed above
with reference to step 1212 in FIG. 12. More specifically, as
shown in F1G. 12, information indicative of identified average
extremity position(s) can be reported to the application.

Referring now to FIG. 17, at step 1702 the application
receives information indicative of identified average extrem-
ity position(s). As shown at step 1704, the application is
updated based on such information. For example, as men-
tioned above, such information can be used to track a user
performing certain exercises and/or poses so that an avatar of
the user can be controlled, points can be awarded to the user
and/or feedback can be provided to the user. For a more
specific example, where the application 246 is a game that
instructs a user to perform certain exercises and/or poses, the
application 246 can determine whether a user has performed
an exercise or pose with correct form, and where they have
not, can provide feedback to the user regarding how the user
can improve their form.

An advantage of identifying average positions of extremity
blobs, based entirely on a depth image, is that information
indicative of extremities of a user’s body can be determined
even when ST techniques fail. Another advantage is that
information indicative of extremities of a user’s body can
determined once a depth image is available in a processing
pipeline, thereby reducing latency, as ST techniques do not
need to be executed. Nevertheless information indicative of
extremities of a user’s body can also be determined using ST
techniques, if desired.

Although the subject matter has been described in lan-
guage specific to structural features and/or methodological
acts, it is to be understood that the subject matter defined in
the appended claims is not necessarily limited to the specific
features or acts described above. Rather, the specific features
and acts described above are disclosed as example forms of
implementing the claims. It is intended that the scope of the
technology be defined by the claims appended hereto.

What is claimed is:

1. A system that uses depth images to extract user behavior,
comprising:

a communication interface that receives depth images;

one or more storage devices that store depth images;

a display interface; and
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one or more processors in communication with the one or

more storage devices and the display interface, wherein

for each of a plurality of depth images the one or more

processors are configured to

determine which pixels of the depth image correspond to
a user;

identify a subset of pixels of interest from the pixels that
correspond to the user;

fit a curve to the subset of pixels of interest to thereby
produce a fitted curve comprising a plurality of
straight line segments;

identify a first straight line that extends between end-
points of the fitted curve;

identify a second straight line that extends orthogonally
from the first straight line to a point of the fitted curve
that is farthest away from the first straight line; and

determine, based on the first and second straight lines,
information indicative of a curvature of the user’s
body;

wherein the one or more processors are also configured to

use the information indicative of the curvature of the
user’s body to update an application running on the
system.

2. The system of claim 1, wherein the one or more proces-
sors are configured to:

determine a length of the first straight line that extends

between endpoints of the fitted curve;

determine a length of the second straight line that extends

orthogonally from the first straight line to the point of the
fitted curve that is farthest away from the first straight
line; and

determine a ratio of the length of the first straight line to the

length of the second straight line;

wherein the ratio comprises the information indicative of

the curvature of the user’s body.

3. The system of claim 1, wherein the subset of pixels of
interest comprise pixels that correspond to a torso of the user.

4. The system of claim 1, wherein the subset of pixels of
interest comprise pixels that correspond to a torso, legs and
head of the user.

5. The system of claim 1, wherein the subset of pixels of
interest comprise pixels that correspond to an upper periph-
eral portion of the user.

6. The system of claim 1, wherein the subset of pixels of
interest comprise pixels that correspond to a lower peripheral
portion of the user.

7. The system of claim 1, further comprising:

a capture device that obtains the depth images;

wherein the communication interface receives the depth

images from the capture device.

8. The system of claim 7, wherein the capture device
includes at least one camera.

9. The system of claim 7, wherein the capture device
includes at least two cameras.

10. The system of claim 7, wherein the capture devices
includes a three-dimensional camera.

11. The system of claim 1, wherein the one or more pro-
cessors are configured to use the information indicative of the
curvature of the user’s body to determine whether the user is
in a position or pose that the user is instructed to position
themselves, and to provide feedback about the position or
pose of the user.

12. The system of claim 1, wherein the one or more pro-
cessors are configured to use the information indicative of the
curvature of the user’s body to determine whether the user is
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in a position or pose that the user is instructed to position
themselves, and to provide feedback about the position or
pose of the user.

13. The system of claim 1, wherein the one or more pro-
cessors are configured to use the information indicative of the
curvature of the user’s body to update a position or pose of an
avatar of the user that is displayed using the display interface.

14. One or more processor readable storage devices having
instructions encoded thereon which when executed cause one
or more processors to perform a method for using depth
images to extract user behavior, the method comprising:

receiving a depth image that that include a plurality of

pixels that correspond to a user;

identifying a subset of pixels of interest from the pixels that

correspond to the user;

fitting a curve to the subset of pixels of interest to thereby

produce a fitted curve comprising a plurality of straight
line segments;
identifying and determining a length of a first straight line
that extends between endpoints of the fitted curve;

identifying and determining a length of a second straight
line that extends orthogonally from the first straight line
to a point of the fitted curve that is farthest away from the
first straight line; and

determine a ratio of the length of the first straight line to the

length of the second straight line, wherein the ratio is
indicative of a curvature of the user’s body; and

using the information indicative of the curvature of the

user’s body to update an application.

15. The one or more processor readable storage devices of
claim 14, wherein the method further comprises performing a
segmentation process to identify the pixels in the depth image
that correspond to the user.
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16. The one or more processor readable storage devices of
claim 14, wherein the subset of pixels of interest comprise
one of the following:

pixels that correspond to a torso of the user;

pixels that correspond to a torso, legs and head of the user;

pixels that correspond to an upper peripheral portion of the

user; or

pixels that correspond to a lower peripheral portion of the

user.

17. The one or more processor readable storage devices of
claim 14, wherein the method further comprises determining
information indicative of an angle of the user’s body by
determining an angle, relative to a plane, of the first straight
line extending between endpoints of the fitted curve, wherein
the determined angle is indicative of an angle of the user’s
body.

18. The one or more processor readable storage devices of
claim 14, wherein the method includes using the information
indicative of the curvature of the user’s body to determine
whether the user is in a position or pose that the user is
instructed to position themselves, and to provide feedback
about the position or pose of the user.

19. The one or more processor readable storage devices of
claim 14, wherein the method include using the information
indicative of the curvature of the user’s body to determine
whether the user is in a position or pose that the user is
instructed to position themselves, and to provide feedback
about the position or pose of the user.

20. The one or more processor readable storage devices of
claim 14, wherein the method includes using the information
indicative of the curvature of the user’s body to update a
position or pose of an avatar of the user that is displayed.
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